7/75 



FIG. 1 

21 22 



± 



ROM 



RAM 



I 

_l 



20 — * i 



1 



13 



12 



WORK 






RAM 


-* — >■ 


C 


i 




P 






u 


BOOT 






ROM 


■< — >■ 






LCD H- 



15 




— > 



CONTROLLER 



•< — > 



COMMUNI- 
CATIONS 
PORT 



11 



17 



16 



2/15 



FIG. 2 




3/15 



FIG. 3A 





FIG. 3C 




110 122 



« I 

4/15 




5/15 



FIG. 5A 



FIG. 5B 



Gil 



Item[l] 



Item_num[l] 



Name 



Indiv 



Level 



Exp 



HP 



HPMAX 



MP 



MPMAX 



Status 



StrAttack 



StrDefense 



IntAttack 



IntDefense 



Speed 



Flag_Battle 



FlagJPrison 



StopBattle 



Xpos 



Zpos 



Redcard 



Yellowcard 



netID 



Name 



Indiv 



netID 



Name 



Indiv 



netID 



Name 
Indiv 



netID 



^201 



^202-1 



^202-2 



^202-3 



>202-n 



MenuID 



MenuID OLD 



AbilitylD 



-211 



AbilityID_OLD 
TermFlag 



ItemFlag 



Status 



TargetNum 



Damage[l] 



Damage[k] 



Weapon[l] 



Weapon[2] 



CardFlag[l] 



CardFlag[2] 



LawID[l] 



LawID[2] 



TermFlag 



ItemFlag 



LawID[2] 



TermFlag 



ItemFlag 



LawID[2] 



TermFlag 



ItemFlag 



LawID[2] 



^212-1 



^212-2 



^212-3 



^212-n 



6/15 



CO 



as 

_ D 

3 



QZ 
QSO 



*5 



< 
z 

D 
04 



SI 



o 

» 

CO 

U 



0> 
SP 

E 

CO 

Q 



£ 

CO 

Q 



Ctf> 
CO 

E 

CO 

Q 



CO 



CO 

b 
E 



















CO 
















STAGE 


© 
© 


s 

o 


LOO 


© 
o 




■ 


■ 


















STAGE 


ON 

o 
o 


CO 

o 
o 


© 
o 


<o 
o 
o 


■ 




■ 


STAGE 1 


oo 
O 

o 


© 
o 


ZOO 


2 

O 


■ 


■ 


■ 


ID 
















3D LAW 


© 
o 


CN 

o 
o 


CO 

O 

o 


s 

o 




• 




STAGE 

















7115 



RED CARD 


1000 


TWO TYPE 


ONE ITEM IS 
CONFISCATED 
FROM HEAVY 
ITEM GROUP 
AT RANDOM 


YELLOW 
CARD 


o 
© 


ONE TYPE 


ONE ITEM IS 
CONFISCATED 
FROM LIGHT 
ITEM GROUP 
AT RANDOM 


'LYING 
BJECT 


ITIRETY 






AYER 
RACTER 










flRETY 


So 
< 








u 










c — ' 

z 

pa 


CONTENTS 


GIL IS CONFISCATED 
(WHEN IT IS NOT PAID, 
SEND TO PRISON OF 
THE SAME WEIGHT) 


AT LEAST ONE OF 
MAXIMUM HP, 
MAXIMUM MP, 
PHYSICAL ATTACK, 
PHYSICAL DEFENSE, j 
MAGIC ATTACK, MAGIC 
DEFENSE, AND SPEED 
IS REDUCED (AMOUNTS 
CORRESPONDING TO ONE 
LEVEL ARE UNIFORMLY 
DECIDED) 


CONSUMPTION ITEM 
IS CONFISCATED 


PENALTY TYPE 


FINE (LOST.GIL) 


STATUS DOWN(STAT_DOWN) 


CONSUMPTION ITEM 
CONFISCATION (LOSTTREASURE) 



8/15 



FIG. 8 



Q START 




CHANGE STAGED 



SETTING 



9/75 



c 



FIG. 9 



EVENT 
PROCESSING 



) 



RECEIVE CHARACTER 
SELECTION INSTRUCTION 


> 


t 


DISPLAY CHARACTER 
PLACEMENT 




i 




VICTORY CONDITION 
DISPLAY PROCESSING 






' 


DISPLAY JUDGE 




f 




BATTLE PROCESSING 




> 


( 




PENALTY 
PROCESSING 




> 


1 


END PRC 


•CESSING 



-S201 



-S202 



-S203 



-S204 



S205 



S206 



-S207 



10/15 




O 

E 



11/15 



FIG. 11 



c 



BATTLE 
PROCESSING 

I 



BATTLE INITIALIZATION 
PROCESSING 



S401 



DECIDE ACTION 
CHARACTER 

I 



S402 



INITIALIZATION PROCESSING 
FOR EACH ACTION 



S403 




REC 
INSTRI 


EIVE 
JCTION 


> 


■< 

f 


ACTION 



S405 



S406 



DECIDE ACTION 



S407 




ACTION RESULT 
RECORD PROCESSING 



PENALTY CHECK 
PROCESSING 



S410 



S411 




12/15 



FIG. 12 



ACTION RESULT 
RECORD PROCESSING 



3) 



BACK UP LAST-MINUTE 
ACTION 




t 


RECORD ACTION 


> 


f 


RECORD USED 
WEAPON CATEGORY 


> 


i 


RECORD 
RES 


> ACTION 
.ULT 



S501 



S502 



S503 



-S504 



13/15 




14/15 



FIG. 14 




STORE RED CARD 
INFORMATION 



S704 



STORE YELLOW 
CARD INFORMATION 



S705 



YELLOW CARD DISPLAY 
PROCESSING 



YES 



S707 




RED CARD DISPLAY 
| PROCESSING 


> 




CHARACTE 
PROCES 


R LEAVE 
•SING 



NO 



15/15 



FIG. 15 



c 



PENALTY 
PROCESSING 



) 



NO 




S801 



YES 



S802 



NO 




S803 



DETECT PENALTY TYPE 




S805 



RED CARD PENALTY 



S808 



YELLOW CARD PENALTY 



CALCULATE THE NUMBER 
OF BATTLE STOP TIMES 



SET THE NUMBER OF 
BATTLE STOP TIMES 



S806 



S807 



